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ABSTRACT 

This curriculum guide, designed for use vith 
secondary migrant students, presents mathematics activities in the 
areas of whole numbers, fractions, decimals, percent, measurement, 
geometry, probability and statistics, and sets. Within the categories 
of whole numbers, fractions, and decimals are activities using 
addition, subtraction, multiplication, division, ^plications, 
equivalent fractions, LCM and OCF, and conversions. SJttlls in the 
percent category involve conversions, calculations, and applications. 
Within the category of measurement are skills in linear measurement, 
area, volume, time, temperature, weight (mass), capacity, and money. 
Within the category of sets are skills involving tingle sets, 
subsets, set relations, set operations, anfl Xenn diagrfiuns. Basic 
graphs are explained in the section on probability and statistics, 
and basics are presented in the Geometry category. The skills are 
correlated with the numerical coding of the Math Skills List 
published by the Migrant student Record Transfer System. Each 
activity page includes the skill name and number, the objective, 
directions, and follow-up activities. Pages are illustrated, with 
most suitable for reproduction for classroom use. Many of the 
activities are presented m a game format. (KS) 
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Whole Numbers— Basic Charac:teristics 
Objective: 

The student will identify numbers as even or odd. 
Difectioiis: 

In alternating turns, each student spins the "oddball" and tosses the die onto it. 
He calculates his score by adding the number where the die lands to the 
number rolled. If the calculated score is an odd number, the player marks it on 
his score sheet as a negative number. If it is an even number, it is placed on 
the score sheet as a positive number. The first player to reach a score of 51 is 
the winner. 

Follow-np Activities: 

1. Have the students play the activity in the same manner, except that each 
player will calculate his score by subtracting the number on the die from the 
number on the board. Then he must identify it as positive or negative and 
even or odd. 

2. Have the students use an unmarked playing piece and tally the number of 
times they land on odd numbers and the number of times they land on even 
numbers. 
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Numeral Cards 





Six-Digit Draw 




Place-value Cards 



Whole Numbers'- Basic Characteristics 
Objective: 

The student will name and associate the place value of each digit In a six-digit 
numeral. 

Directfons: 

A set of 20 numeral cards is divided between two players and placed face down 
in front of them. The set of place-value cards is placed face down between the 
two players. To begin the game, one player turns over the top place-value card 
and reads it aloud. Each player looks at his top numeral card and must decide 
whether to place it face down in the correct position on his playing card or 
discard it. Each player may go through his ten cards only once, and a card may 
not be moved once it has been played. When both players have filled their cards, 
numeral cards are turned face up and the winner is the player whose card shows 
the higher six-digit numeral. 
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Non Prime Time 



Skill *^iia 

Whole Nnmbers- Basic Characteristics 
Objective: 

The student will Identify composite numbers and their factors. 
Directioiis: 

Write two numbers on the "chalkboard." Write a composite number that Is be- 
ween the two given numbers. Divide students into two teams A and B A d 
So?"" H .r^y ^'^^ set of factors he can give for that ^ 

ILil^ 1 and then may earn two points for writing another composite number for 
teani B. An incorrect response results in termination of that turn If a prime 
number is given, the next player may choose his own composite number but does 
not receive points for it. Play continues uniil all possible numbers have been used 
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It 

1 Cards 






Boy's name 


Dog 


Girl's Name 


Country 


Vegetable 


Flower 


uoniineni 


Friiit 


Sport 


State 


Color 


Ocean 


Tree 


City 


Bird 


1-20 Number 


Animal 


Fish 


Meat 




Mineral 





An example: If a student lands on 
"S" and draws the card "boy's 
name," he may use 4 2 6 
SAM 4 + 2 + 6 = 12 



The Name Game 

SkiU ^120 

Whole Nttmbeni- Addition 

Objoctive: 

The student will identify the sum. 

Directions: , ,^ ^. , 

Prepare a set of cards using the categories given above. In a'^^ mating turns, 
parh qtudent rolls the die and moves the number of spaces indicated. He then 
dffws a cl?d and turns it face up. Each player must write down a noun that fits 
the citlaorv wrl^^^ he card and begins with the letter the player has landed 
on Have each Kr f^^ of HTs noun by adding the numbers of the 

Diaving board assigned to each letter he used. An example is Q'ven abova The 
s udent whose word has the highest value wins the card Play continues n the 
lamfmS un^^^^^ have reached -finish." The winner is the player with 

the most cards at the end of the game. 

A FoUow^np Ac:tivity: 

Have the numerals on the spaces represent cents and have the student name a 
word that totals a given value, such as 58 cents, 1 1 cents. 8 cents. 
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The student will Identify sunns. A bonkf>rs 

for two's. 

DIrectioiis: 

This activity requires tour players with two players as partners. Six rounds con- 
stitute a game. One player on the first team begins round 1 by rolling three dice 
with the object being to roll "one's." For each "one" rolled, a point Is scored. If 
three "one's" are rolled on a throw of dice, that player has a "Bonkers" and 
scores ten points. If any three of a kind are rolled, five points are scored. If the 
player fails to roll a "one." play alternates to the other team. The first team to 
reach a total of 23 points is the winner of that round. The same procedure con- 
tinues for round 2 with the players trying to roll for "two's," and so forth. 

A Follow^ap Activity: 

Write five numerals on the board, such as. 19. 23, 75. 89, 100. Have two students 
come to the front of the room and stand by the board. Give them a problem orally, 
such as, 27 + 39 or 38-14. The students race to see who can first indicate the 
numeral* on the board which is closest to the answer. 
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Skill ^120 

Whole Nttmbers-Additioii 
Objective: 

The student will identify the sum. 
Directions: 
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""Sum'' Ping Pong 
With A ""Diff erence'' 

Whole Numbers- Addltioii, Subtractloii 
Objective: 

The student will identify the sum or difference. 
Directions: 



winner is the first player to reach a score of exactly 21 points. 
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"Sum" Ping Pot.j^ 
With A "Difference" 
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Calciilator Blaclqack 



SiliUs ^120, ^ 2130, ^140 

Whole Nmnbers-Additioa, Snbtraction, Multiplicatioii 
Objective: 

The student will identify the sum, the difference and the product. 
Dkectioiis: 

Provide students with a deck of cards fronn which all face cards have been 
removed. Three cards are dealt to each player. Players perform math operations 
of addition, multiplication and subtraction in any combination and in any order. 
Two examples are shown above. Answers may be checked with a calculator. The 
winner of each hand is the player who comes closest to "21" without going over. 

A Follow-up Activity: 

After students have had practice with the calculator, have them play blackjack 
without it. 

o 10 1 5 




Stack The Deck 
In Your Favor 

Sjdlls ^120, ^130, ^140 

Whole Nnmbers-AddMoii, Subtraction* Mnltiplii^ation 
Objective: 

The student will identify the sum, the difference or the product. 
Directions: 

Provide students with a regular deck of playing cards. Card values are as shown 
above. In each turn, each player is dealt two cards face down. The dealer spins 
the arrow and gives the signal to start. Players turn their cards over and mentally 
perform the operation shown on the spinner using the numbers represented by 
their cards. The first player to give a correct answer wins a point and becomes 
the dealer of the next hand, 

A Follow-np Activity: 

Vary this by having a deck of cards for each player or by having the lowest or 
highest correct answer win. 



erJc 



11 



in 



1 


2 






4 




5 


6 






7 




8 






9 




10 


tl 








^^^^ 


12 




13 




1 




14 

; 




15 




IS 






17 

1 










18 




19 












20 










21 


22 




23 






24 




25 




26 






i 


27 













Subtraction Crossword 



Across 

1. 134 + 648 

4. 1870 6744 

7. 40754-2939 

9. 37 68+49 
11.62-47 , 
13. 1076-1047 
15. 1363 - 669 

17. 6084 +69 

18. 316 + 309 + 450 +293 

20. 20.037-10,779 

21. 53,587+177 
24.929-131 
26. 272 + 47 
27.8744 - 4372 



Down 

2. 152 + 317 + 406 

3. 1006 - 986 

4. 131-47 

5. 1+2 + 3 + 4+1 
6.383 + 69 

8. 5 + 1+6 + 5 + 2 
10.2172 + 2796 
11. 52.454 - 39.759 

16. 30,416+10,579 + 2578 

19. 3943 + 2954 

20. 24 + 18 + 52 

22. 71-38 

23. 1065-996 
25. 153 - 71 



Skills ^120, ^130 

WIfole Nttmbers— Additioii* Subtraction 

Objective: 

The student will compute the difference and find the sum. 
Directions: 

Have the student work the math problems and write the answers In the crossword 
puzzle. 

A Follow>ii|i Activity: 

Have two students compete to see who can first find the sum of the digits in each 
horizontal row. 
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Facts Are Falling 

Skills #2120. *2130 
Whole Nambers— Addition, Subtraction 

Objective: 

The student will find the sum or difference. 
Directions: 

Prepare a set of cards like the ones shown above and divide them amono the 
fltn^n J", ^ 'f ^"^''"9 '"i!]f ■ each player may play a card on the date that cor- 
K= P 5® ^""^ °^ difference of the two numerals on the card. The board 
ml t"? "ence and each player is awarded the number of points equal 
h^'^'- "'^^^'^ occupies. In any turn, if a player does not hold a card he can 
play, he may draw one from an opponent's hand. When the last date space has 

d^X';Krtlfaf plaS^^^ ^^'"^ °' -^^^ ^^''^ '^^^ h-d is 
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Mtthiplicatioii 
Scrabble 




Sbm #2140 

Whole Nnmbers-MnhipUcatioii 
Ol^ccthre: 

The student will compute the product. 
Directions: 

This aame is for two to four players and is played like the word game "Scrabble. 
Saying pfeces are spread face down. Each player will select ten pieces to use to 
form two-factor multiplication problems. The pieces will be numerals blanks, 
multiplication signs and equal signs. A blank piece may be used in the game for 
any needed nur^eral or sign. One player begins by placing a problem in a position 
so as to cover the center star. He then figures his score by totaling the point 
values of his playing pieces. The next player will place his playing pieces on the 
board in such a as to use one of the pieces already on the board to form his 
Slem If a factor is placed on a DF or TF square (Double Factor or Triple Fac- 
to? h^may double or triple the factor iself and add this to his -jore. The same 
r5 e applies to Double Product or Triple Product squares, marked DP or TP After 
each D^v the student replaces the number of pieces used. Play continues until 
one plajef uses all of his pieces. Players then total the points of the^r remaining 
pieces and subtract these amounts from their scores. The student with the 
highest score wins. 

O 14 i >' 
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Factor Fever 

Skm ^140 

Whole Nttflibers— Mtthliilication 
Objecrdve: 

Tne student will compute the product. 
Directfons: 

This activity requires the participation of two students. In alternating turns, each 
student spins the arrow to a numeral. If that student can use two or three of the 
numerals on his card as factors of that product, he may cross them out. The first 
student to use all of his numerals wins that round. Additional cards and disks may 
be used or numerals may be written with permanent marker on the laminated 
parts and then may be changed by erasing with hair spray. 

Fottow-np Activities; 

1. Have the students play multiplication "rhythm." Everyone slaps his knees 
twice, claps his hands twice and snaps his fingers twice. The student who is 
"it" fits a math fact into the rhythm of the finger snaps. 

2. Have the students make a collage of multiplication problems by utilizing col- 
ored dots to make arrays. This will make a bright and colorful bulletin board 

o display. 16 r)o 
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Kwik Kalcttlations 



SliiU ^140 

Whole Nttmbers-Mnltiplicatiofi 
Objective: 

The student will identify basic multiplication facts. 
Directions: 

In alternating turns, each player may claim a square by giving a multiplication 
problem that would result in the product on the square. If he does so correctly he 
places his marker on the square and adds the face value of it to his score The 
object of the game is to claim four squares in a diagonal, horizontal or vertical 
row for which 25 bonus points are earned. If a player includes the double-score 
square in his row of claimed squares, he receives double the bonus points (50) 
When all squares are covered, scores are tallied to determine the winner. 
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Roller Derby 



9ttium4a 

Wliole Numiiers-Miiltlplicatioii 
Objectives 

The student will compute the product. 



Directioii»: 

Each player places a token In the space marked 
••start." In alternating turns, each player spins the 
arrow and moves the number of spaces Indicated. He 
draws one card from the single-star stack and tries to 
Identify the product. If his response Is correct, he may 
draw a card from the double-star stack. The student 
receives one point for each correct response. After 
each turn, the cards are returned to the bottoms of the 
stacks. When the first player has completed three turns 
around the "rink." points are tallied to determine the 
•'Roller Derby" winner. 



These are the 
it if cards. Make 
them a little 
harder . . . 



o 
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Multiple Madness 





Skm ^140 

Whole Nttmbers- Multiplication 
Objective: 

The student will compute the product of two given factors. 

Directions: . ... 

In alternatina turns each player must roll the dice, multiply the two numbers that 
are S^on the dicTand th^^ enter the product anywhere on the playing board. 
The object o^he qanne is to enter a number that completes a square of numbers 
?hose%u^^^^^^^ point is earned for each successful atte^ 

con^nues until one player has earned five points or until the board is filled, in 
which case the player with the most points wins. 
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The Case Off The 
Mystery Number! 



Whole Numbers— Division 
Objective: 

The student will compute the quotients. 
Directioiis: 

Gumshoe is on a search for the location of the warehouse where some crooks 
nave stashed stolen goods. To help him, have the student work each division prob- 
lenri, add the quotients, divide the total by nine and multiply the answer by seven 
If the student's calculations are correct, he will have identified the address of the 
warehouse. 



189 


23 


123 


54 


1.5)945 


9)207 


2)246 


2)108 


145 


19 


52 


7 


4)580 


5)95 


7)364 


9)63 


2.612 


3. 68 


4. 476 





The mystery number is 476. 



A FoUow^up Activits^ 

Have the student write a secret message using the following code: A= 1. B = 2. 
C - 3, etc. The message must be written using division problems; for examole 
57-3, 9-^3, 49-49, 160-8 = SCAT! ' 



o 

ERIC 



( The mode y 




The mean, or average, is found by adding 
aU the numbers and then dividing the sum 
by the numl>er of numbers. 



The median is the middle number you are 
woridng with an odd number of numbers* If 
you are woridng with an even number of 
numbers, the median is the average of the 
two middle numbers. 



The mode is the 
number that occurs the 
greatest number of 
times. 



Name 


Test Score 


Adams. A 


84 


ADcTi. J 


86 


BoTwkJc, A 


58 


Burner. G 


94 


CaBon. A 


63 


Cooke, C 


82 


Davis. F. 


87 


Drtwrs, R 


65 


FaBon, C 


84 


Howards, F. 


76 


Jackson, H. 


% 


Johnson, N 


75 


Lavemi. B 


6H 


Logan. D. 


89 


Mar^ll* G 


79 


Necdham, R. 


98 


Osley. J 


70 


Parker. N 


84 


Rogers. D 


81 


Swcctman. W 


74 


Trotter. L. 


P5 


Tulman, M 


78 


Wallace. K 


90 



Scores 

58 
63 
65 
68 
70 
74 
75 
76 
78 
79 
81 
81 
84 
84 
84 
85 
86 
87 
89 
90 
94 
% 
98 
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Median Madness 

Skills ^120, "^150 
Wbole Numbers- Addition, Division 

Olijective: 

The student will identify the sum and the quotient. 
Directions: 

The list above shows how the members of a mathematics class scored on a test. 
Have the student find the mean, median, and mode of the grades. 

Follow-up Activities: 

1. Have the student ask 20 seventh-grade students to tell him their heights. Have 
him find the mean, median, and mode. 

2. Have the student get a roster of his favorite football team. Have him find the 
mean, median, and mode of the players' weights. 

3. Have the student take a survey of 30 schoolmates to find the mean or average 
family size. 



Dot To Dot To Dot 



Skills ^120, ^IS^, ^140, ^150 

Whole Nimibm-Adiiitioiit Svbtractioii, Multiplicatioii, Division 
Objectivs: 

The student will compute the sum, the difference, the product or the 
quotient. 

Directions: 

In alternating turns, each of two players connects any two adjacent dots 
with a horizontal or vertical line. Each time a player draws a line that 
completes a rectangle, he may write, In the box provided, the answer to 
the problem found in the rectangle, and he may claim the rectangle by 
writing his initials on It. If his opponent correctly challenges his response 
and can give the correct answer, the opponent may claim the rectangle 
for himself. When all possible lines have been drawn, the player who has 
claimed more rectangles is the winner. 
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9241 -5436 a 



9870 4. 14 > 



172-45 = 



892K9S 



678^825: 



746 4^ 207 3 



62-37s 



1690 + 65 s 



18i«70< 



11844-37: 



27 + 35 + 628 



434-67. 



4x 10a 



55>i5a 504 + 84 = 8247-1746: 



8036 - 6049 S 92k 10s 6944+ 124> 



2S8 + 6s 247-168 s 5it60> 



85 + 43s 58M + 3387s 388 + 406^ 



700 - 5791 



54 + 6s 1785 + Sls 



9x9i 



49 X 83 s 3721-1953 = 



357 + 21 



216-186 = 81 + 28 = 



306-^ 396 + 4= 510k4& 
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Whole Niaiiil»eis— Applications 



Objective: 

The student will identify patterns of addition and subtraction. 
Directions: 

The numeral cards are placed face down and each player draws seven cards to 
begin The first player is determined by a high card draw which is returned to the 
stack. In alternating turns, each player sets up a horizontal or vertical pattern of 
numerals representing an operation of addition or subtraction. After the first play, 
each pattern must be built around at least one numeral already on the board and 
must fit in a pattern with any other numeral that is adjacent. After each turn, the 
player draws a card for each one he played. Two points are b-ored for each card 
played and also for each card in a pattern that is added to. The multiple-score 
squares refer to the score of the pattern but are used only once in each game. 
When no more plays are possible or the cards are exhausted, points are tallied to 
determine the winner. One point is deducted for each card held at the end of the 
game. 
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Divisible Digit 

Whole Nnmbers- Applications 
Oliiective: 

The student will identify a digit which makes a number divisible by a specified 
number. 

Directions: 

Each player receives one set of playing pieces consisting of two 2's. two 4*s and 
two 6's. In alternating turns, each student tnes to position one of his disks onto a 
numeral square by giving it a short quick push. If it touches more than one 
square, the player has a choice of squares, provided they haven't been claimed. 
The student must identify a digit (other than the one on the disk) which, if placed 
in the ones' place, makes the number divisible by the number on the disk. If iden- 
tified correctly, the player writes the number in that square, and the number of 
points he receives is the number on the disk. During the game, each disk may be 
played only once, but each player Is allowed two extra starts for out-of-bounds. 
After all disks have been played, the student with the highest score wins. 
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Today Is Your 
Birthday 

Skill ^160 

Whole Numbers— Applicatloiis 
Objective 

The student will identify the answer to a 
problem involving mixed operations. 

Directions: 

Have the student calculate his age and 
the month and day he was born by 
following the instructions in order. 




1 . Write the number of the month, 
and day you were born. 



o 
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2. Multiply the month of your 
birth by 5 

3. Add 6. 

4. Multiply by 4. 

5. Add 9 

6. Multiply by 5. 

7. Add day of birth to that 
total 

8. Subtract 165 

The last two numbers will be the 
date of your birth. The first 
^number will tell you the month of^ 
your birth. 

33 




A unit of length called a "chain" Is used by 

surveyors. 

1 chain = 65 feet 

How many feet are in 325 chains? 



— ' ,1 the rate o< 



^ arc 33.275 peo- 

In aar«moni p5^.-J":yo^e. During an 
W %t l^l^ple casl their votes^ 
Section. 2^-52LKets did not go out to 
How many eltgiwe vo 

vote? ~ 



Solntioii Search 



There are 37 J40 seats in a baseball 
stadium. The stadium charges $5 for each 
seat. If 9,216 seats are empty at a game, 
how much did the stadium take in? 



T^ere are 3 djf, . " 



A factory produced 15.000 liqht bulbs. 
Each carton holds 36 bulbs. How many 
cartons must be used to pack the bulbs? 



SkW ^160 

Whole Nambers— AppHcations 
Objective: 

The student will identify the appropriate 
procedure for solving a word problem. 

Directioiis; 

Each of two to four players will receive 
four playing pieces. The word-problem 
cards are placed face down on the 
center circle of the gameboard. The purpose of the game is to reach each of the 
four operation circles by solving word problems. In alternating turns, each player 
will draw a card, determine the proper procedure and solve the problem. If he is 
correct, he will place one of his pieces on the first square to move toward the 
sign of the operation used in solving the problem. If two procedures are used, he 
may move playing pieces in both directions. The first person to get one of his 
pieces in each of the four operation squares is the winner. 
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Jhn bouaht two records for $4 
each ana an tape. He 
^>ent $13 In aB. How much dtd 
the tape co^? 
$4x2^$8 $13-$8°$5 




Round 1 
sample word 
problem card — ^ 


One hundred ten people went on a picnic. 
Twelve cars each carried six people. The 
rest of the people went on a bus. How 
many people went on the bus? 
12x6 = 72 110'-72«38 



Mr. Hardy bourfit three shlrK 
and tiircc ties. Each tie cost $4. 
In aD. he ^»nt $36. How much 
did each shirt cost? ^ 
$4x3»$12 $36 -$12= $24 
$24 +$3= $8 



Put answer on 
bade of the card 





3k4812 
36> 12824 
244-3s$8 



4M3nl2 

36-12 8 24 
24-i'38S8 



36k38108 
108 - 368 $72 



4 + 3 = 7 
36-7 = 29 
29-3 = $26 



4»38l2 

36-1-1283 

3k389 



3x48l2 
36-12b24 
244^38 $8 




""Match Game'' 

Slim ^160 

Whole Numbers— Applications 
Oliiective: 

The student will identify a number 
sentence for solving a problenr) and will 
determine the answer. 

Directioiis: 

Divide students Into two teams of three each. One player, 
selected as scorekeeper. selects a word-problem card like the example giyen 
above The card is then displayed for the players on both teams to read. Each 
player determines the procedure needed to solve the problem and writes the 
number sentence and answer on his card. After a time period of three minutes, 
the scorekeeper turns the card over to reveal the answer. The first player on team 
A shows his answer. If he is correct, he receives one point. If the second player s 
answer matches, two points are scored and if the third player's answer matches, 
they receive a bonus of five points. Team B follows the same procedure. The 
team scoring more points at the end of round six Is the winner. A suggestion: 
Laminate the players' blank cards and erase the answers with hair spray between 
rounds. 
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A Fraction Of Color 



SkiU #3110 

Fractions'— Biis»Sc Cliaracteristics 
Objective: 

The student Identify the part of a whole shape cor- 
responding to a fraction. 

Directions: 

Have the students shuffle the cards and place them 
face down in a stack. In alternating turns, each player 
draws a card and tries to Identify the fractional part of 
the rectangle that is colored the same as the card 
drawn. If the student is correct, he keeps the card, but 
If he does not answer correctly, the card Is placed at 
the bottom of the stack. When all cards have been 
claimed the student holding the most cards Is the 
winner. 
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Cover 
gameboard 
with blank 
cards. 




Frairtional Jeopardy 

Fractions— Basic Ciiaracteristics 
Objective: 

The student will understand basic characteristics of fractions. 
Direcrtions: 

Have a student cover each frame on the gameboard with a blank card. In alter- 
nating turns, each player selects a category and names the points for which he 
wants to try. That card is removed to expose the frame, and the player must give 
the questions that would result in the answer shown. If his response is correct, he 
Is awarded the points; if not, the frame is covered again. In either case, the turn 
goes to the next player. When all frames have beeniiincovered, the player with 
the highest score is the winner. 
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A Chip Off The Old Fraction 

SkUl ^3110 

Fractions -Basic Ciiaracteristics 
Objective: 

The student will identify the part of a whole shape or object corresponding to the 
fraction. ^ 

Directions: 

This activity requires two players with the object of the game being to match 
cards showing fractions with their physical representations. The cards are placed 
on the board as in the game of "Concentration." The players, in turn, select two 
cards for a possible match. If a match occurs, that player receives the number of 
chips indicated by the numerator on the card. 
After all cards have been matched, 
the player having more chips is the 
winner. 
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Student's 

individual pizza boards 




Pizza That's Fine. • • 
In A Fraction Of Time 



sutt ^i2a 

Efiaivaleiit Fractions 
Objective: 

The student will identify a fraction equivalent to a given 
fraction. 

Directioiis: 

Two students will compete for a Job at Romino's Pizza. 
The employer has told them that the first one to put a 
pizza together will get the job. Provide each player with 
a blank pizza wheel, and prepare a stack of fraction 
cards and a set of fractional pizza slices as shown 
above. In alternating turns, each player draws a fraction 
card from the stack and chooses one or more pizza 
slices to represent an equivalent fraction on his pizza 
wheel. If a player draws a fraction card and has no 
space to represent it on his pizza wheel, he must forfeit 
his turn. The first player to complete his pizza is the 






winner. 
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Fraction 'Track'^tion 



Skill ^120 
Equivalent Fractions 

Objective: 

The student will Identify a fraction equivalent to the given fraction. 
Direcrtions: 

This activity requires two players placing their pawns in opposite corners. In alter- 
nating turns, each player is allowed one move toward his opponent's corner. Upon 
landing on a space, the player must give an equivalent fraction for the one written 
on that space, or he forfeits his next turn. Should the players' tracks cross, the 
player who can land on the space his opponent occupies forces him back two 
spaces. If a player lands on a space where his opponent has been, he must give 
an equivalent fraction different from the one previously given. The first player to 
reach his opponent's starting place is the winner. 
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Fraction **Track'*tion 





Inner 
wheel 
must 
spin. 



Wheel Of Fra€:tions 

Sbitt ^120 
Cqitivaleiit Fractions 

Objective: 

The student will identify an equivalent fraction for each given fraction. 
Directions: 

In alternating turns, each player spins the inner wheel. He must try to give an 
equivalent fraction for each fractfon formed from his spin. He receives one point 
for each correct response. Each student must keep a record of his responses >o 
that he may disqualify any fraction that is repeated in any one game. The first 
player to reach a score of 33 is the winner. 

A Follow-np Activity: 

Write a fraction on the chalkboard. Have each student select an outer number on 
the wheel and spin. The first player to spin an equivalent fraction scores a point. 
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Wave goodbye to the Gateway Arch and leave % 

Go to %j and spend the day in Lincoln's land. 

Stop at %8 and ring the Liberty Bell. 

Continue north to %: and view the Statue of Liberty 

Change directions and go to %o and explore the Bluegrass State. 

Go to % and take a look at all the oil wells. 

Go a imie further south to %a: then explore the Alamo. 

Keep going to % and visit the Grand Cai . 'or. 

Try your luck at panning gold in the state of 

Take a rest in and gaze at the majestic mountains. 

Stop in % and see the glaciers In Glacier National Park 

Visit % and see Mt. Rushmore. " 



See The 



SkUl ^120 
Equivaieiit Fractions 

Objective: 

The student will identify equivalent fractions. 
Directioiis: 

Th^VhfJhl^^l^^^^ sentences above In Its simplest form, 

t^rrughoutfhe U S A ^ ^ ^^"^^^ "^^^ ^^^^^ ^'^ 

-Sec the U.S.A.r taken from MUttken's Math Activities Grade Six 

39 

ERIC 1 •> 




GCF Tic-Tac-Toe 



SkOl ^130 

Fractions-LCM and GCF 
Objective: 

The student will find the greatest common factor of two numbers. 

Directions: _ ^ , . ,^ 

This activity is played like the traditional game of "Tic-TacToe To claim a circle 
Tr^laver rnu^^^^ greatest common factor of the two numbers represented If 

he^lfcorS initial in the small circle. The winner .s the first one to 

claim three circles in a vertical, horizontal or diagonal row. 

FoUow-np Activities: 

1 Draw the circles on the gray sheet of a magic slate with a permanent marker, 
f^IMn the nur^bers w^^^^^^^ pen provided with the slate, and erase by lifting the 
sheet from the backing. 

2 Have the students draw the playing board with chalk on an outside surface of 
' asphalt or concrete and play the game In the same way. 
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A Matter Of Factor 



SkiU ^3130 

Fractions -LCM and GCF 
Objectives 

The student will find the greatest common factor. 
Directions: 

The greatest number that Is a factor of two or more numbers Is known as the 
greatest common factor or GCF. Have the student complete the table by Identify- 
ing the greatest common factor for each set of numerals. Six and two have been 
done as an example. 

Follow-up Activities: 

1. Have the students identify the different patterns found in the completed GCF 
table. The table can be enlarged and used for a bulletin board display. 

2. Have the students use the same grid to identify the LCM (Least Common 
Multiple). 
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Olijectlve: 

The student will compute the sum. 



Directions: 

Provide each player with a gameboard like the ones shown above. In alternating 
turns each player throws the die and moves the designated number of spaces on 
his gameboard. Using the number on the die as the numerator and the numeral 
on the board as the denominator, the player records his points for that turn on his 
score sheet. If the player lands on a square with a star, he may reverse the posi- 
tions of numerator and denominator for that turn. The players continue in circle 
fashion until they have had five turns. After five turns, the points are totaled. The 
player with the lowest score is the winner. 
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King Of The Hill 

Skitt "^^140 
Fracdons— Additioii 

Objective: 

The student will find the sum. 
Directions: 

In alternating turns, each player moves his token the number of spaces indicated 
by a spin of the arrow. In each turn, he must add the fraction on the gameboard 
space on which he lands to the one on his token. If he is correct, he adds the 
face value of the numerator of the sum to his score; if not, he receives no score 
for that turn. When all players have reached the last space, the one with the 
highest score is declared "King of the Hill." Players are allowed to use paper and 
pencils to compute the sums. Someone is needed to check answers as the activi- 
ty is played. 5i) 



ERIC 



Blueprint 



Blueprint 



House That Jack Built 



Skins "^3140, ^150 
RractioBS— Addition* Subtraction 

Olijective: 

The student will compute the sum and difference. 
Directions: 

In carpentry, one must have a good understanding 
of math applications to make measurements, order 
materials and construct buildings. Have the student 
sharpen his skills with this activity as he "builds a 
house." In alternating turns, have each student take 
a card and work the problem. If he answers it cor- 
rectly, he may draw the number of lines Indicated 
on the back of the card using the blueprint space 
for his "construction." If he gets the card with the 
hammer on it, he may draw the number of lines in- 
dicated and receive an additional turn. Remind him 
to include a kitchen, a bathroom, bedrooms, and a 
living area. This activity continues until each player 
has "built his house." 



Numbers to go on back 
of cards: 1. 2, 3, 2, 3, 1. 
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12/2 + % = 




5% -3% = 



9% + 3/,= 





Hot Potato 

SfciU ^150 

Fraciioiis— Sabtraction 

Objective: 

The student will compute the difference. 

Dfarectioii9: 

This activity Is played in rounds with a designated time 
period for each one. In alternating turns, each player 
draws a card showing either a proper or improper frac- 
tion. Using the same denominator, the player spins for 
a numerator and subtracts the smaller fraction from the 
larger one; for example, if he draws a card with % and 
he spins a 4. he subtracts % from %. If an answer is 
equivalen to a whole number, that player must take the 
hot potato card and must keep it until another player 
has a whole number for an answer. The "hot potato" is 
then passed on to him. At the end of each round, the 
player holding the "hot potato" is out of the game 
Rounds are played until only one player is left 
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Outside border 
of grid. 



1. The possible marks 
the student may malcc. 



2. An example of the 
plays in one game. 




Slinky Solutions 

Sliill ^160 

FtactioiiS-Mtiitiplicatiofi 
ObJe<:tive: 

The student will f ind the product 
of two fractions. 

JiTf a SSfihe TO M iqSte and the second playet eor,lir,«e8 the path m 

Sale or forces hTs opponent to draw the path across a border, wins. 

A Folloi7'ttp Activky- oporc Roebuck have the student select 

using a catalog such as L L-^^ean or Sears Roeb^^^^^^^^ .^^^^ ^^^^ 

citalog ;S.Vht^Tv5 hlmT^c'aT^^^^^^ price of each item using an in- 
dicated reduction, such as % off. % off or % off. 
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Toss Across 



Firactions— Mnhiplicatiofi 
Objectives 

The student will compute the product of two fractions. 
Directons: 

Using the fraction gameboard. each player will take a turn "tossing" two chips 
onto any two of the squares. He must then multiply the two fractions and give the 
product If he is correct.he may choose one of the squares the chips landed on to 
mark with his Initials. That square can no longer be played. The object of the 
game ir to have a player claim four squares in a row. The rows may be horizontal, 
vertical or diagonal. The game ends in a draw if all of the squares have been 
claimed and no complete rows have been made. 
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If you turn the page upside down, this word is a number 
2%X2% 16'^* 3% 5% ^8% 



This word spells itself backwards. 



If you turn the page upside down, this word spells itself 



1%x3% 



%X12 



6X% 25(0-^1% 



again. 



1%X1J4 



This word spelled forward is part of a constellation and backward i 

3%-^2% 



%o-% %,^% 



IS a group of rodents. 

/ 



If you turn the page upside down and hold it up to 

%x% i/3x% 3/3X2/, 



a mirror, trtls word spells Itself again. 

5/3 - 2% 



If ""''^T'f ''!^ ' " ^^^^ ^^^^ SP«"S Itself again. 



6%^% 



1)^X2 



% X 2% 



Number Please 



1/3 
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% 
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2% 
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1% 
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6 
L 


6% 
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8/3 
H 


/e 
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% 
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R 



Skillo ^160, ^3170 
FractioBs-Mttltiplicatioii, Division 

Objective: 

The student will compute the product and quotient. 
Directions: 

IfJ^TL L'^^^®^' student find the product or quotient ThPn h«vo 

him match each answer with its letter In the riddle table ^^^^ 



Acttoify taken Jrom MtOiken's Math Actiifittes Grade 6 51 
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A Bunch 
Far Brunch 



Skill "^3180 

Fractions ^ Applications 
Objective: 

The student will identify an 
arithmetic procedure for solving 
a problem and solve it. 

Directions: 

K Sncr^^K sluSts with brunch -ipes nke the ones given^ 
nexf page Add a spinner showing different "^^ers of people^Have th^^ 
spin to determine the number invited to brunch and then .ewrite the recipes ac 
cordingly. 
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Uttle Egg SoufBes 

2 eggs, beaten 

1 taole^Kwn commercial sour cream 

1 teaspoon water 
V2 teaspcx>n baking powder 
Dash of ftrres herbes 
4 to 5 drops of ho! sauce 
«/2 cup {2 ounces) shredded Cheddar cheese 
CombJne all ingredients except cheese; mix well. 
Stir In cheese Pour Into two greased 6-ounce 
custard cups or Individual souffle' dishes. Bake 
at 350** for 12 to 15 minutes or until set. Yield: 

2 servings 





A Bunch For Brunch 



Spin for 

numbers of people. 



Cocoa-Coffee 

1 cup \nstani cocoa mix 
'1 cup instant coffee granules 
4 cups boiling water 
Whipped cream 

Combine cocoa mix. instant coffee, and boil- 
ing water, stir unt^l coffee granules dissolve. 

Garnish each serving with whipped cream 
Yield I quart 



Spanteh Scrambled Eggs 

y ? pound bacon 

1 dozen eggs, beaten 

1 t4 ounce) can chopped green 

chilles. drained 
1 (4 ounce) pr diced pimiento. drained 
1 bunch green onions, finely chopped 
1 large tomato, chopped 
* (4»/? ounce) |dr s^ced mushrooms, drained 
*'4 cup butter or margarine 
Tomato roses 

Cook bacon in a large skillet unttl crisp. 
Remove bacon; crumble and set aside 
Discard drippings 

Combine eggs, chiles, and pimiento: set 
aside Saute' onion, tomato, and 
mushrooms in butter in sktilet until tender 
Add egg mixture; cook over medium heat, 
stirring often, until eggs are firm but still 
moist Spoon onto serving platter: garnish 
with crumbled bacon and tomato roses 
Yield: 6 servings 



Sausage Waffles 

^■2 pound mild bulk pork sausage 
2 eggs, beaten 
1 cup milk 

1 tablespoon butter or marfjarine. melted 

cups all purpose flour 
1 tab*espoon baking powder 
V> tea^'^n salt 

Crumble sausage into a medium skillet, cook 
over medium heat until sausage is browned 
Dra'm well on paper towels, and set aside. 

Combine eggs, milk, and butter in a medium 
size bowl: mix well. Combine dry ingredients: 
add to the liquid mixture, mixing well. 

Pour half of batter into a hot. lightly oiled waffle 
iron. Sprinkle half of sausage evenly over batter. 
Cook about 5 minutes or until done Repeat 
procedure with remaining batter and sausage 

Yield eight 4 Inch waffles 



Grirs Patties 

* * cup uncooked regular grits 
2 tablespoons self-rising flour 

* teaspoon salt 

% teaspoon pepper 
1 egg. slightly beaten 
Hot vegetable oil 

Cook grits according to package directions. 
Stir in flour, salt, pepper, and egg: mix well 

Drop mixture by tabiespoonfi**^ into hot oil 
Gently flatten with spatula. Brown on both 
sides, drain on paper towels Serve patties im 
mediately 

Yield 8 servings 
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Answer Key 



Wldtliof 
Falirtc 



36" 


Vi yd. 


%yd. 


IV^ yd. 


45" 


yd. 


%yd. 




60" 


V%yd. 


%yd. 


m yd. 


Niunbor 

of 
Pillows 


1 


3 


5 



Sew What? 

Skin ^IM 
Applications 



Pattern 
for PiOow 



Fabric 
Width 



36" 
45 




ft 



60 



If 



Number 
of Pillows 



1 



Objectiva: 

The student will identify the answer in problems involving fractions. 
Directiona: 

Have the student use the pattern provided to figure the annount of fabric he would 
need to make a throw pillow. Have him enter his calculations in the chart 
provided. 

Follow-up Activitiaa: 

1 . Have the student calculate the finished size of the pillow if he constructed It 
using %" seams. 

2. Have the student calculate the amount of fabric required to construct a pillow 
o tor each member of the class. 54 
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Decisials- Basic Characteristics 
Olijective: 

The student will round off decimal fractions to the nearest tenth. 



Directions: 

rtprirSL?f!Ltt'!^" l^^t^^^^s spinning the wheel, rounding off the designated 
A?t^r J' L?''^'^"^" the nearest tenth and recording It on an individual score sheet 

w!Lh ^T^K ""i^^ ^^^^ P'^y®^ ^^^'"9 ®'9h^ spins, the eight numbers Ire 

totaled. The player with the larger number is the winner of the garne 

Follow-np Activities: 

1. Write a list of decimal fractions on the board, for example. .439 11 171 072 
Have the students see who is first to put them in order from least to greatest 

2. Have the students illustrate decimal fractions on an abacus. 
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Decimal Dominoes 

Slcttls ^4120, ^4130 
Decimals— Conversions, Addition 

Objective: 

The student will identify equivalent decimal fractions and compute the sum. 
Directions: 

OnB domino Is placed face up In the center of the playing board, and the rest. 
furLd f^ce c^^wr^^^^^ divided between two players. In alternating turns, each 
playS Say pl^^^^^ "latching like or equivalent decimal fractions as shown 

fn the So e above The score for each play is determined by adding he 
decimiS dominoes: for example, the score for the play shown 

would be 11 ^6=^^^^^^^^ all dominoes have been played, or when no plays 
are possible, scores are totaled to determine the winner. 
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.35 
.8 



2 





.35 


.125 


.8 
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Conversion 
Excursion 



sun #4120 

Dedmals— Conversions 
Olrjective: 

The student will convert a 
fraction to a demlcal fraction. 

Directions: 

This activity requires four players ^ 
and another person to draw the cards. To begin, each player will choose a row 
and five colored tokens to use as markers. The designated person draws from the 
stack and reads the fraction shown on the card. Each player must then convert it 
to a decimal fraction. If he has the answer in his row, he places one of his 
markers on that space. The first player to have all five spaces occupied must then 
try to get his tokens to the center circle. In order to get there, each player takes a 
turn converting each decimal fraction in his row back to a fraction. For each cor- 
rect answer, he places his token in the circle. The first player to get his five 
tokens in the circle Is the winner. 
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Thrice 
The Dice 



SkUi ^4120 

Decimals^ Conversions 




Olijective: 

The student will convert a fraction to a decimal fraction. 
Directions: 

In alternating turns, each player may roll a pair of dice up to three times Usina 
the number on one die as the denominator and the numbe on thl ot^lf dW 

FoOownp ActMtim: 

1. Make a set of cards each with a fraction or decimai fraction used in thP 

?a7!&'n^f!o?" '^"^ face'dXa'thJ students 

^' SSw^'fJi'®.'^?'''^! ^'^^ follow-up one and turn them face down in two stacks 
Sliftterattorvatr*^"^ '^'^ °- -^•^ staa^S: 



mine If they are equivalent. 
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Objective: 

The student will compute the sum. 



Have one student hold the decimal sticks together and then release them letting 
ther^ faTrandor^^^^^^ first student picks up sticks one at a time and continues 
hilTurfuntn one of the adjacent sticks is moved. At that time, it becomes another 
S lyerl tC n AfteVall sticks have been collected, each player calculates his 
S bVaddi^ decimal fractions on his sticks. The player with the highest 
score wins. 

FoUoiv^ttp Activities: 

1 Write a whole number on the chalkboard. Instruct the students to select the 
three ofTheir decimal sticks whose sum is closest to the given number. 

12 Have each player gtoup his sticks by colors and calculate his score by addiny 
the y^mara on his sticks in each color group. The player with the 
color group representing the highest score is the winner. 
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Mark Twain 



SkiUs #4130, #4140. #4150, #4160 

Decimals-Ailditloii, Subtractioii, Mniltipiicatioa, Division 
Objective: 

The student will find the sum. the difference, the product and the quotient usina 
decimal fractions. ^ 

Directione: 

In alternating turns, each player rolls two dice. The dots on the dice will represent 
enths expressed in decimal form. The player must decide whether to add sub- 
tract, multiply or divide the two decimal fractions represented to get a numeral 
that IS on the board. If he does, he places a marker on that space. If at any time it 
IS not possible to cover a space, play passes to the next player. Each time a 
player has placed his two markers in a horizontal, vertical or diagonal row he 
calls out "Mark Twain." and receives five points. When one player has used all of 
his markers, the game is over and the high scorer wins 
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The 

Triples 

Game 




Sliilts 

^4130t *4140. #4150 

Decimals— Addition, 

Sttbtractioii* — ■ — 

Mattiplicatioii 

Objective: l_ 1 » ' 

The student will compute the J ■ ~" 

sum, difference or product. 

Directionf:: 

Four dice &re needed to play this activity. The dots on the dice will represent 
tenths expressed In decimals. Paper and pencils are provided for calculations. In 
alternating turns, each player chooses to roll one. two, three or four dice. He 
determines the sum of his throw and writes that numeral in any position on his 
grid Play continues until all squares have been filled. Players score the foHowing 
Doints if they have managed to position their sums so that their numerals create 
math facts- 25 points for every subtraction fact and 50 points for every multiplica- 
tion fact. The numerals may be aligned vertically, horizontally or diagonally. 
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Decimal Toss 



Skills "^4130, ^4149 
Dedmals-Addltloii, Sabtractloii 

Objective: 

The student will compute the sum and difference. 



Directions: ^ 

In alternating turns, each player tosses three tokens onto the playing board. He 
may arrang^^^ three decimal fractions in any order he chooses^ Unless depicted 
by a minus sign, the decimal fractions are added. The object of the game is to 
reach a score of 20. The first to do so is the winner. 
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Racy Decimals 

SkOS ^4t50 

Decimals — Multiplication 
Objective: 

The student wit! compute the product. 
Directions: 

Two to six students may participate in this activity. Have each student choose a 
car and its track. In alternating turns, each student spins both disks. Each player 
multiplies the two numbers and checks the answer if it is on his track. The first 
player to check all of his numbers wins. Have the students keep a record of the 
numbers selected on the disks so the winner can verify his answers. 



Divide and Conquer 



Sidll #4160 
ObJecHve: 

The student will compute the quotient. 
Directiofis: 

In alternating turns, each player chooses a circle then writes his answer and In- 
itials in the circle. The second player may challenge the answer. If the challenger 
Is correct, he crosses out the opponent's Initials and puts his own Initials in the 
circle. If the challenger is incorrect, the first player keeps the circle and the 
challenger loses his next turn. Have the students continue In this way until one 
player has four circles in a row vertically, horizontally, or diagonally. 





Target Ptractice 

Skill #4160 Numer al Cards 

Dccimls- Oivlsioa 

Objective: 

The student will find the quotient of decimal fractions. 
Diractions: 

Write a two-digit decimal fraction in the center of the target In alternatina lumc 
each player draws three numeral cards one at a time. Hrrnust Diace eLrh ' 

ZT^' h'L'^ !" °l '"'^^ P°^»'°"« divisororThe Xfdend of hi^ 
Kk^'^I"®*"? '^'^'^^ "^''^ "^"leral card. Players compare quot enfs 
o it. 'l^^^^? ^"^ ^'^^^'^ 3" o< t'^eir numeral cards. The one whrcomes 
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CD 

1^ 



01 



00 




Decivision 

Slliil M160 Counters 
Decimals- Division 

Objective: 

The student will compute the quotient. 
Directionss 

Provide each student with ten counters. The ten counters 
should spell DECIVISION. Have each student p ace the 
counters randomly, face down on the individual decimal 
strips. In alternating turns, each player lifts one of his 
counters and spins the arrow to a decimal fraction. In 
either order, the student must divide the two decimal 
fractions. A third player, using a calculator, checks the 
answer. If correct, the player keeps that counter turning 
It over to reveal one of the letters needed to spell 
•♦Decivision" which stands for division of decimals. It the 
player does not give the correct answer, the counter is 
returned, and his opponent may try the problem. The first 
player to spell "Decivision" with the counters wins the^ 
Q game. 68 74 




The student will compute the quotient of decimal fractions. 



Directions: 

In alternating turns, each player must push a disk from any one of the circles at 
the bottom of the activity into one of the Olympic rings. A disk must land on or in- 
side a ring to count for a turn. The numeral on the ring indicates the number of 
cards the player may draw. For each division problem he can solve correctly the 
ayer scores the number of points displayed in the lower right corner of the card 
»ne first player to reach 125 points wins the "gold" medal. The second and third * 
players to score 125 points are awarded the "silver" and "bronze" medals 
respectively. 
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Mr. Garcia paid $.36 
sales tax when he bought 
a book. If sales tax is 
6%, how much money did 
Mr. Garcia spendf 



Pat Your Heart 
Into It! 




Skin ^4170 

Decimals— Applications 
Objective: 

The student will Identify a number sentence for solving the problems. 
Directioiis: 

Have the students "Put Their Hearts Into It" by becoming authors of word pro- 
blems To begin the game, each player places his marker on any space on the 
qameboard on the following page. Then, In alternating turns, each player throws a 
die and moves the number of spaces indicated. ^Vhen he lands on a space, he 
must write a word problem resulting In the ans.var shown on the space; for exam- 
ple if a player landed on the space with $.54, he might write the following pro- 
blem: Joe bought a bat for $6.00 and a ball for $2.95. How much did he spend for 
taxes if the tax is 6% of the total? Answers may be checked with a calculator. 
One point is earned for each correct response, and the first player \o score eight 
points is the winner. 
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"Put Your Heart 
Into It" Gameboard 




Fottow 
That Stock! 



l5r 




suit <^4170 

Dedinais-Applicatlons 
Objective: 

The student will identify an arittimetic 
procedure for solving a problem. 

Diiections. -kuv" at least one and not more than three stocks 

read the stock report from a newspaper. 

Follow-up Activities: 

1 Have the students set up a mock stock- 
broker's firm and have them make trans- 
actions based on current stock market 
figures. 

2. Have each student keep a line graph of his 
stocks' performance for a week. 
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Stock Purchased 

Abbreviation 

Date Purchased 

Amount Per Share 

Total * of Shares Purchased 

Total Amount Paid 



Delta Airlines 



DeltaAr 



May 7, 1986 



$47.00 



42 



$1,974.00 



Date 



5/9 



Change 



+ % 



Amount Per Share 



47.125 



Total Shares Owned 



42 



Total V^tue 



1979.25 



Gain/Luss 



+ 5.25 



Follow 
That Stock! 



Decimal Equivalents 




/a = -125 


% = % = 


.25 


% = .375 




.5 


% = .625 


% = % = 


.75 


% - .875 
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Follow That Stock! 

continued 




The year's high for a share 
of Bank of Virginia stock 
was $27^4. Of $27.25. - 
The year's low for a share 
of this stock was $8.75. 



DAILY STOCK QUOTATIONS 

Year Day Net 

High Low Stocks Div. High Low Close Chg. 

251 121 BalGE 1.96 13J 13f 13J 

24 nl BanCal 1.34 IH Hf 

361 21 i Bandaglnc 25i 25 25i + 

5i 21 BangrPunt 2i 2^ 2i 

36i 22 BkofNY 2.20 241 24 24i +i 

27i «i BkofVa .88 9; 9 '>i + i 

57* 291 BankTr 3 31 30| 30J +1 

^ 34 171 BarbOil .80e 19 19 19 -i 

24i 9f BardCR .20 10 9| 9 J -i 

22i 2i BamM 2.79c 41 41 41 +| 

lOi 64 Baslcinc .40 61 6i 61 -1 

30 241 Basic pf2.50 24| 24i 24 J 

151 lOi BatesMf .20 121 121 12i -1 

191 14l BatcMfpfl 15| 15i 15} 

224 4| Bathind .40 6t 6 61 -i 

45 Mi BauschL .60 261 251 25| -| 

48f 241 BaxtLab .17 26 24} 25 -i 

6 41 BaykCig .32 4f 41 41 

28i 10 Bearing .32 111 H +i 

231 12^ BeatFds ,72 121 121 12f 

40 16 Beckmn .50 191 18 181 

40 20| BectDick .40 21} 211 21 1 +1 

9J 61 BeccAir .60 71 6} 6} -} 

21} 161 Beker .28 17^ 17 17} +i 

181 91 BelcoP .77t 11 10} 11 +1 



What was the day's high for a share of Bank of Virginia? The day's 
low? At what price was the stock selling when the market closed? 
The day's net change (the difference between yesterday's closing 
price and today's closing price) was +?^. That means that the prjce 
of each share of stock gained, or went up. % of a dollar, or 37%it. 
Notice that some stocks had a negative net change. That means 
the price of the stock lost, or went down, that day. 
Select eight stocks that are listed on the New York Stock Exchange. 
Pretend that you own 100 shares of each of the eight stocks. For 
one week, compute the total dollar net change of your 800 shares. 

Example. 

Bausch and Lomb, Inc. lost % of a dollar, or 62%<t a share. So. 
If you owned 100 shares of Bausch and Lomb. you would have 
a loss of $62.50 for that day. 



Explanation taken from Riley and Rukei^a Heath Mathematics. 



ERIC 



74 



This page will 
explain how to 
follow stock in 
a newspaper. 



bo 





Dec:iiiial 
Diner 

SkUl #4170 
Decimals-Applications 

Objective: 

The student will identify an arithmetic procedure for solving the pfoblem. 
Directions: 

^olw! I!"® ^^""^r^ '^.^^ ^^^^ ""^^^ problem, write a procedure for solving it and 
solve It using the prices given above. o^'vmy ana 
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You have been sent to buy dinner for your 
family. They ordered 3 hamburgers, 3 
cheeseburgers. 2 giant burgers, 2 large 
orders of french fries and 4 small colas. 
How much is your bill? 




SI 




After earning $5.00 for cutting grass 
you are hungry and thirsty. You want 
to spend V* of your ear ings at 
Decimal Diner. What could you buy? 




Decimal Diner 




It's your birthday! Your mother has 
Given you $4. 40 so that you and three 
friends can have lunch at the Decimal 
Diner. You must select the same food 
for each person. Study the menu 
carefully! 



Your eyes are bigger than your wallet. 
You have ordered 3 giant burgers. 1 
malt 1 apple flipover and 1 large order 
of french fries. When you get ready to 
pay. you find you have $2.51. How much 
more money do you need? 



J 



As president of your class, you must buy 
refreshments for your class party. Thirty 
students are in your class. Each one wiu 
order 1 hamburger. 1 large order of fries 
and a medium co:3. How much wjH the 
class treasurer give you to pay the bill-' 
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Your baseball team is in first place. Your 
coach gives you $17.25 and tells you to 
buy all 15 teammates th^ same treat. 
What will you buy for each player? Spend 
the entire $17.25. 
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area width diameter product 

circle measure addend radius 

quotient divide perimeter percent 

average fraction denominator pol/gon 

parallel graph degree 



remainder 
length 
metric 
triangle 



sum 

numerator 

multiply 

angle 



/ \ 

sum 
parratel 
degree 
average 
perimeter 
diameter 
tryangle 
multiply 
metric 

denominator 
measure 
fraction 



r 




with 

diameter 
average 
angel 
quotient 
percent 
remainder 
metricl< 
degree 
polygon 
graft 
rnesure 




triangle 

diameter 

width 

divide 

degree 

pe.cent 

fraktlon 

product 

remainder 

parallel 

radius 

graph 



r 



measure 

radius 

circel 

area 

length 

divide 

fraction 

numerator 

multiply 

percent 

sum 

addand 




fraction 

angle 

diameter 

divid 

qotient 

addend 

graph 

polygon 

parallell 

width 

measure 

sum 







SpeSSiflig Pesrcent 




SltOl ^5120 
Petcent— Conversions 

Objective: 

The student will identify a fraction and then convert it to a percent. 
Directions: 

In a recent spelling game, these students were given math words to spell 
Have the student write as a fraction the number of words spelled correct 
!y by each student and then convert it to a percent, for example 
9 out of 12-%2 = 75%. ' 

FoUow-ttp Activities: 

1. Have the student determine the average number of words 
spelled correctly. Have him give the answer In percent. 

2. Have the students construct a graph showing the percentage 
of correct responses for each student. 
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r 

I percent 
« triangel 
degre 
numerater 
circle 
grapf 
remander 
polygon 
some 
muttipli 
addende 
avrage 




Objective 

The student will find percent. 



Dikectioiis: 

Place cards on the gameboard. In alternating turns, each player spins the arrow 
to determine the number of spaces he may move and draws a card from the 
stack. He must figure a 5% sales tax on the item shown on his card and give the 
total cost of the item. If he is incorrect, the card Is placed on the bottom of the 
stack. Answers may be checked with a calculator by a neutral person. When the 
first person reaches "finish," points are tallied to determine the winner. Each 
player receives five points for each card he holds, and ten points are awarded to 
the player who reaches "finish" first. 

o 
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Finish 


Shopping Spree 
Gameboard 
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Knight Rider 

SidU ^5iao 

Percent — Calculations 
Objectivef 

This activity will provide practice for the student in word problems involving 
percent. 

Directions: 

Have the student select a favorite one-hour television program to view without In- 
terruption. Have him carefully record the exact time and length of each commer- 
cial break. After the program is over, have him determine what percentage of the 
hour was spent for commercial breaks. 

Follow-np Activities: 

1. Using the same percentage of commercial time based on a twelve-hour viewing 
day. have the student determine how much time would be spent in commercials 
in one day, one week and one year. 

2. Have the student pick a 3-hour period during prime TV time and determine what 
percentage of that time is used for advertising. Have him compare it to non- 
prime time advertising. 
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A FACT: " 

Most newspapers have 40% news and 60% 
advertising to break even. 




1 What percent of the whole newspaper is 
advertising? 

2. What percent of the whole paper is 
sports news? 

3. What percent of the whole paoer is 
society news? 



^^'AUThe News 
Thaf s Fit To PHnr 

Skm ^5130 
Percent— Calculations 

Objective: 

This activity will provide practice 
for the student In word problems 
Involving percent. 

Directions: 

Provide students with newspapers and magazines. Have the students figure how 
many columns wide a specific page Is and how long and wide the columns are 
Next have him choose a section that has both advc.tlslng and news. Have him" 
determine what percent of that section Is advertising and what percent news. 

Foliow^np Activities: 

1. Pr /Ide students with magazines. Have them determine what percent of each 
magazine is given to advertising. 

2. Have the student compare the percentages of advertising In newspapers 
magazines and television and determine which Is greatest. (For the television 
Tigures, he may use the information from the "Knight Rider" activity ) 



'Slogan Jrom New York Times. 
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Some examples 
to be placed on 
piaylng cards. 




Your grandmother gave you $100 for Christmas. 
You kept $25 and deposited the rest in your savings 
account. What is your balance? 

Doing yard worl< in the neighborhood enabled you to 
deposit $52.50 this month. What Is your balance? 

The interest rate fell to 4¥*% this month. How 
much interest did you earn? What Is your balance 
now? 

You won $15 in a poster contest and deposited it 
before interest was figured at 6%. What was your 
balance before and after interest was figured? 

Due to the economy, the interest rate was % 
this quarter. How much Interest did you earn? 

This month you withdrew $75 for your camp pay- 
ment before your Interest was figured at 5%. What 
is your balance now? 

You had to withdraw $17.25 for bicycle repairs. 
What is your balance now? 

The neighbors gave vou $20 for taking care of their 
dog, and you spent $8 for a record. You deposited 
the rest and earned 5'/2 % interest for the month. 
What is your balance? 



A Note Off Interest 

Skill "^5130 
Percent- Calcmlatioiis 

Objective: 

The student will determine the solution to a word problem involving percentages. 

Directtons: , u • 

To begin, each student is given $500 to open h 3p ■.nQS account ^'^^^^ ^ank. m 
alternating turns, players will spin the arrow to -^""^f!^^^^^ 
time the student lands on a % sign, he may draw playing card. He must solve 
the problem and add or subtract the amount to determine his new sav ngs 
balance. The player with the largest amount in savings after all the cards are 
drawn is the winner. 
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A funny, fat clown named Rose 
Balanced seventy-five balls on her nose. 
In an act. fifteen fell when she 

tripped on her toes. 
What percent are now left on her nose? . 




Nosy Rosy 

Skitt ^140 
Percent-* Appiicatioiis 

Objective: 

The student will Identify the 
arithmetic procedure for solving 
the problem and will solve it. 

Directions: 

Have the student read 
the poems and find 
the percentages. 



One hundred sick ants on Flu Hill 
Had the doctor send each one a pill. 
Only ten survived but remained very ill. 
What percent never saw the huge bill? 




A basketball team called the Poors" 
Won nine games out played fifty-four. 
The coach was so mad. he realty was sore. 
"YouVe won percent and no more!" 
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Sixty young men from Din Witty, 
Went to get rich In the city. 
Forty returned quite iroor. What a pity I 
What percent got rich In the city? 




A quick hen from the town of DeMun 
Lays her eggs at noon by the ton. 
While the others lay nine, she sports twenty-one 
What percent of all 30 has she done? 



Three soldiers, while they were marching, 

Dlscover.^d an enormous fortune; 

Between them they split it. 

With excitement they did it, 

What percent did each get of the fortune? 




Fifteen young maidens from Tarry 
Wanted so much to marry. 
Three of them wed Tom, Dick and Harry. 
What percent of them now are not merry? 




Futmy poems takatfrom 

Rabeiwu a',d Wmkmm MttHken Math Adivlttes. 
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Nosy 

continued 



A busy young farmer named Pete, 

Sowed % of his farm with some wheat. 

A crop of sugar he planned. 

For the reat of the land. 

What percent of his farm would be sweet? 



An ugly old Queen from Paris. 
Insisted that she was the fairest. 
One hundred maidens were seen. 
Ten were banned by the Queen. 
What percent of the beauties left Paris? 




There once was a driver named Gus, 
Who had fifty warm boys on his bus. 
As he drove over a creek. 
Thirty dove in with a shriek. 
What percent of boys stayed on the bus? 



There was a snake charmer named Znu. 
Who was feeling extremely blue. 
Thirty snakes he had once. 
Six had been missing for months. 
What percent of the snakes made Znu blue? 



86 



!vDownPai 













[ Falcon ^ 








LpOW Down 
Payment 

Skin #5140 
Percent*- Applications 

Objective: 

The student will identify the answer to the problem. 
Directions: 

Have each student choose a new car and a used car he would like to buy. He 
may go by car lots or look in the classified ads to find the automobiles of his 
choice. Have him call or visit several dealers to find out how tlie items can be 
purchased on the installment plan and how much interest he would be paying. 
Have the student compute the cost of buying on the installment plan and compare 
It to the cost of paying cash. 

Foilow-np Activities: 

1. Have the student visit a bank ^nd a savings and loan to find out the interest 
rates on borrowing money for a car. Have him determine if he would save 
money by borrowing from a bank or from a savings and loan company. 

2. Have the student find out the different interest rates given at banks an^ savings 
and loan companies on money in savings accounts. Have him compute how 
much he would earn in interest if he deposited as much as he borrowed. 
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sun ^siio 

MeasnremeiBt — Liiaear 



Objective: 

The student will measure using the metric system. 
Dbrections: 

Have the student use a tape measure or ruler to find the measurements in cen- 
timeters of the silhouette shown above. Find the following: the width of the head, 
the length of the leg, the length of the foot, the width of the arm. Then have the 
students trace around each other's silhouettes on brown paper. Ask the students 
the following questions: whose silhouette Is tallest, whose is shortest? Have them 
measure to be sure. 

Foilow-np Activities: 

1 . Have the silhouettes of several people available for a contest. Each student 
must estimate the dimensions of the silhouettes. Have them check by measur- 
ing. The one who comes closest to the actual measurements is declared Mr. or 
Ms. Metric. 

2. Have each student prepare a personal measuring guide by determining his 
hand span and then measuring objects in the room by recording how many 
"hands" tall, wide or long an object is. 
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Scavenger Hunt 



SkiU#6110 
Measourement— Linear 

Objective: 

The student will identify the lengths of objects using speci/led unli^ of 
nrieasurement. 

DirectioKBs: 

Each student (or team) receives a list of items to find. After collectinQ them, the 
students must record each item's length according to the designated unit of 
measure. The first student to complete his "hunt" wins the game. 

Follow-up Activities: 

1. Give each student a specific measurement and have him locate items with the 
corresponding length. 

2. Promote a discussion of everyday expressions which Incorporat a 
measurements. Some examples are: "An ounce of prevention v/orth a pound 
of cure." "Give them an incn and they'll take a m/7e." Have th^ students list 
new expressions using metric ^erms. 
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Long-Leggi$d Luke 



StiiU "^61 10 
Measnrement — Linear 

Objective: 

The student wiil measure with a ruler and express length to the nearest 
centimeter. 

Dir«»ctions: 

Have the students guess the answers to the following questions: 

1. Do you think your legs are long, short, or average compared to your height? 

2. Do you think taller people are more leggy (long-legged) than shorter ones? 

3. Which do you think are more long-iegged, boys or girls? 

After students have guessed the answers to the questions, have them measure 
their legs using the directions on the following page. 

Foilow-ttp Activities^ 

1. Have the students measure the angles of their triangles with protractors. This 
will give them practice in using protractors after they have done their 
measurements. 

2. Have the students make a graph showing how many students are represented 
by each triangle shape. 

3. Have the student mark the measurements on a scale drawing like the one 
shown below. 
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Long-Legged Luke 




Directions for measuring: 

1 . Have the student sit 

against the watl. 

2. Have a friend make the two nneasure- 
nfients shown. 

3. Have the student mark the measurements on a sce'e drawing 
like the one shown below. 

4. Have the student connect the two points as shown by the dotted line. 

5. Have him draw the triangle that represents his shape, write 
his name on it, and cut it out. 

6. Have the students display their triangles on a 
bulletin board and compare their sizes. 

The taller people will have larger triangles. / 
The more leggy the student is the smaller / 
the slope the "leg" angle will be. ^ 

/ 

/ 



^r<0 ^dl^ 



/ 



More Less 
Leggy Leggy 



t 
r 
u 
n 
k 



legs 
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Scale: 1 cm s 10 cm 




Skitt ^6120 
Measurement — Area 



Olijective: 

The student will find the area. 
Directions: 

Divide ten fence boards be- 
tween two players. In alternating turns, each player must draw a card and find the 
area of the figure shown. His opponent may check the answer with a calculator. If 
he is correct, the player may put up a board on his opponent's fence line. If he is 
found in error, the opponent may put up a board on the first player s fence line. 
The first one to complete his opponent's fence is the winner. 

Foiiow-up Activities: 

1. Have the student find the area of a small piece of land such as his school 
yard or the lot his home is on. 

2. Provide popsicle sticks for the student to lay out a house plan. Have him use a 
scale of measurement to compute the area of each room. 

ERIC 




J 




r 



Don't Fence 
Me In 

Gameboard 



Ye 

Olde Inn 




1 . The length of the kitchen 

2. The dimensions (length and width) of the new dining room 

3. The length of the buffet 

4. The dimensions of the library/sitting room 

5. The dimensions of the former dining room 

6. The length of the family room 

7. The dimensions of the former living room 

8. The length of the hall 



SUl ^6120 
Measarement — Area 

Objective: 
Directions: 

InLtf aI!1^^^°L°^ ^® ^l^^ renovated to accommodate more 

guests. Answer the questions given above by using the scale, Vi inch = 10 feet. 

A Foiiow-up Activity: 

SJlcaK^^^^ ^''^''^^ °' basketball court, and then have him 
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An 

Architect's 
Dream 



SkUl ^6120 
Measnrement— Area 

Objective: 

The student will com- 
pute the area of a 
house. 

Directioiis: 

Tell the student to pretend he is 
the recipient of a free vacation 
home. The only stipulation Is 
that he must design the floor 
plan. His vacation home must 
include a living room or great 
room, a bedroom, a bath with a 
closet, a kitchen and a foyer or 
porch. Have the student use 

centimeters as the units of . >,KwinfiKv/in 

measure Four of the rooms must have the following dimensions. 4 by 10, 8 by 10. 
6 by 8 and 4 by 6. The fifth room has an area of 144 square centimeters. Have 
the student be sure to add the extras such as windows, doors and cabinets. 

F«i>ttow-ap Activities: 

1. Have the student compute the total area of the floor plan completed in the ac- 
tivity. 

2. Have the student collect several boxes, make measurements to the nearest 
centimeter and compute the surface areas. 

ERIC 




Scale: Inch ;s 10 feet 



Keeping Up With Tiie Joneses 



SkiU #6120 
Measturement— Area 



Objective: 

The student will compute the area of a floor plan. 
Directions: 

The Jones family is going to Install new carpet throughout their house Have the 
s udent compute how much It will cost to install carpet In eve y room 
k tchen- amily room and baths. The carpet costs $12J5 aSe ya^^^ 
of installing the carpet is $2.25 a square yard. ^ 

Foiiow-np Activities: 

1. Have the student compute the cost of covering the kitchen-family room and 
baths with tile costing $1.18 a square foot. 

^* comnnlilf thp r^^^^^^ wallpaper pattern for each room in the house and 

ceK ""^^ ^ standard eight-foot measurement for the 



ceilings 
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Skitt ^6lS0 

Measftrement — Volttme 
Olijective: 

The student will identify the number of units in a given 
object. 



v = 



.cubic units 




Vs 



-cubic units 




Directions: 

This activity is played in the same manner as the card 
game "21," with the object being to reach a score of 
twenty-one cubic units without going over. Each 
player starts by drawing a card from the stack. On 
each card, he must find the volume of a closed sur- 
face and record It in the space provided. In sue- 

cessive tums. he may continue to add to his score, or he may stop at any po mt 
during the game. If the wild card is drawn, the player may choose to add or sub- 
tract five points from his score. When the volume cards are added up, the player 
coming closest to twenty-one without going over is the winner. 

Fottow^np Activities: 

1 Have the student find the volume of his classroom in cubic meters. Have him 
* figure how many kilollters of water a container the size of his classroom would 

hold. . 
2. Have each student bring an object to class and have him find its surface area 

and volume. 
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Beat Hie Clock 



Skill ^6140 
Measnrenieiit-^TIfiie 



Objective: 

The student will Identify units of time. 
Directions: 

In alternating turns, each player draws a card reads 
the question on It and spins the arrow to determine 
the number to be used In the blank In his question He 
IS tfmed by his opponent to determine the number of 
points he earns. If the correct answer Is given within 
frve seconds, he earns ten seconds on his score card 
If he answers correctly within ten seconds, he earns " 
five seconds, and a correct answer after that earns 
two seconds. The card is returned to the bottom of 
the stack after each turn. The first player to score 60 
seconds on his clock is the winner. 



FRir 
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How many minutes 
arc there In 
hour(s)? 



How many years 
are there in 
century(s)? 



How many weeks 

are there in 
year(s)? 






Rush Hour 



Sblil "^6140 
Measureineiit-' Time 

Objective: 

The student will identify a time and the corresponding 
clock representation. 

Directions: 

It's five o'clock rush hour at the traffic circle! Explain to 
the students that with congested traffic, it takes seven 
minutes to get from one avenue to an adjacent one with 

th©S6 ©XC8DtiOnS* 

Avenue B to Avenue C — five minutes: Avenue C to Avenue D— nine minutes; 
Avenue E to Avenue F— eight minutes. Have the student begin at five o clock, 
draw a card and display his expected arrival time on the clock. One point is 
scored for each correct answer. 

FoUaw-up Activities: 

1 Have one student select a point on the traffic circle without telling where it is. 
' Have the others try to guess his location by asking questions such as, Are 

you exactly seven minutes from each adjacent avenue?" 

2 Have students make an oral report on topics related to telling time; such as, 
* "What Makes A Clock Work?/' "Why Do Days Grow Longer and Shorter? 

"Big Ben." "Ancient Devices for Measuring Time," "The International Date 
Line." etc. ioo 
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Time After Time 

SkUl ^6140 
Measurement ~ Time 

Objective: 

The student will Identify corresponding clock representa- 
tions from a given time. K "1*1 

Directions: 

In alternating turns, players roll the die to determine the 
number of spaces to move. When a player lands on a 

caffshoL appropriate stack. Each 

card shows a time of day in hours and minutes. The plaver 

S nrnwinfn ^f/h Corresponding representation on the 
cioJi'^Th^'H®^; incorrect, he must move back one 

pfthof • Jo ^J' kI^'^^®' '^^^^ "^ust draw from 

e ther stack If he can correctly identify the time using the 
clock as before, he Is declared the winner. If not he tries 
again on his next turn, or until another player Is declared 
the winner. *-'«icu 
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Tomorrow It wilt be 
38<€. Will you wear 
jacket? 



Tomorrow the 
temperature will be 
about 15°C. Will you 
need to wear your 
fur-lined jacket? 



At what degree 
Celsius does water 
freeze? 



Think 
Celsius 



sum ^6150 

M«a»ii.r«iiient-Tenip«ratiMre 




At what degree 
Celsius does water 
I boil? 



If your temperature 
registers about 36°C, 
should you see a 
doctor? 



The'^Z will become familiar with the Celsius gauge to measure temperature. 

S^MSia"nq turns, each student spins the arrow and moves the number of 
L nfrfrinS^ draw a card and answer the question on it. He may 

fSf the the?m^^^^^^ the activity board to help him with the answer. 

f^rsl nr^rrtr?^^ using the thermometer earns two points. 

w1?en th^^^^^^^^^ S he an^^^^^ ^^'"9 thermometer, he earns 

Te y nfs^Xe^^^^ player reaches "Finish/' the high scorer .s declared the 

winner. 

trmSrrdte^us^SnS'how the Celsius temperature is related to the Fahrenheit 
teSJatuVrHlve° students write a report on the subject and report .t to the 
class. 
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Katy's Kit€hen 

Skill "^6160 
MeasureiBisiit — Weight 

Objective: 

The student will identify objects and corresponding units of measure. 
Directions: 

In alternating turns, each player spins the arrow and moves clockwise around the 
board the number of spaces indicated. He must give one item found in the kitchen 
that Is usually measured in the unit named on the space on which he lands. Each 
correct response earns the score indicated. When one player reaches a score of 
50, or when no more responses can be given, the game is over and the high 
scorer wins. 
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Measure Upl 



SliUl ^6170 

Measmrement^ Capacity 
Objectfve: 

The student will jpfentify the number of subunlts in a unit. 

Directions: ^ ^ * u 

This activity can be played with one or two students. Have the student choo<5e 
one of the four cards shown above and then spin the spinners. He must convert 
the sum into the correct measure. 

FoUow-np Activities: , . . 

1 Reverse the procedure above. Have the spinners represent the larger unit of 
* measure andhave the student find the answer in the smaller unit. 



IM^dOUl^ «5IIIW IIUYV^ H IV# V^^V^^W.t* ....^ .--^ ... - 

2. Change the cards to the metric system. Have the student play as above. 
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^ Dimes 

Spin To Win^'^ 

MeasMrement— Money 
Objective: 

The student will Identify the value of a collection expressed in dollars and cents. 
Directioiis: 

'^Ik ^^"i® **? ^P'" that total five dollars or less. Provide 

il-h*^®"'^ ""^1 ^^'.^^ ^^^P'"^ 3 record of their totals. In alternatino turr^s 
each player must spin each arrow in the first round. In subsequent ro3s the 
player must begin with the quarters and <vy.- -top at any Snf he chooses At the 
end^of the last round, players total the value of their coinsTdeterml?.e^e 

Follon^up Activities: 

'■ JsTeS^^uLTef p'^^mT ^^ing exactly 50 coins. Solution: 

nicklls pennies, 2 dimes and 8 

^' liwLanpf Thtni!^^^^^^^^ ?' ""^'^ i'^'^s 3" advertisement flyer from a 

th?s?eSaS^^^^^ "^''^^ '^^-^ 

U3 
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Change, Please! 

SliiU #6180 
Measurement^ Money 

Objective: 

The student will compute the difference in amounts of money. 



SoSr^o hS^^^^^^^ which ^t^asrcled This may be a backward 

or a forward move. When each player reaches the cashier, he totals h.s cha ,ge. 
The player with the largest amount of change wins the game. 
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Money^ Money^ Money 



SkiU ^6180 
Measurenieiit-* Money 



Objective: 

The student will Identity a collection of coins and U.S. bills equal to the given 
value. 

In this activity students show the smallest annount of currency and coins possible 
to show rno^^^^^ Provide students with play money Write an amount on 

the E^^kS aTsh^^^^ in the example above. The first student to give the cor- 
rect least amount wins the round. 

A FoUow-iip Activity: 

To make the above activity more of a challenge, have the students play without 
play money. The students must identify the least amount verbally. 
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The Game Off The Name 

SliiU ^110 
Geonetry— Basic 

Objective: 

The student will identify lines of symmetry. 
Directions: 



Have each student write his name in blocl< letters along the fold of a olece of c/n 
struction paper and cut the letters out leaving the fold Attached Thin have h m 

SVe'o^^^^^^^^^^ ''''' ^^^^^^ addinTdetat to'cSa''"^ 

Foliow-np Activities: 

?nKte^n Sd""""^"^ ^" °^ 3^^3"9« them 

^' Jf^sJilSetrr^"*" classroom that have planes 
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Screen 



Batdeship 

sbttimio 

Geometry-' Basic 



Obiecthre: 

The student will Identify coordinate points. 
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This activltv is played like the game "Battleship." A "screen is Pj^ced between 
t^»n a ds draws a square or rectangle on his grid positioning the 

cornefs or^ c^^^^^^^ alternating turns, each player attempts to guess 

oH h^s opp^^^^^^^^ points by giving a pair of coordmatesje shou^ 

mark his co^^^^^^^ and incorrect responses with two colors d,f^^^^^^^ 
QPd for his own "ship." The opponent responds by saying, Hit. if the gufss is 
correct andTis^^^ is not'^The first one to identify all four points "sinks his 
opponent's "ship" and is declared the winner. 
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Battleship Gameboard 





Quest 



skinmio 

Geometry— Basic 
Obiective: 

The student will identify types of quadrilaterals. 

Provide each student with a different color marker. In alternating turns, each 

2arh r^ivLr is aHowed opponent's design only three times during the 

IS loblocts Should be used frmegically Points for f^i;^^%^l^^a_^ 
ar^riimiiiflfed as follows- SQuare— 1 point, parallelogram— 3 points, irapezo a t 
S™To feull the actWily, hairspray can be used to erase the lines, provided 
the activity is laminated first. 

nlf^^^S^e three-dimensional objects the shapes used in the 
above activity and construct a mobile of the completed objects. 
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Symmetry? 



SkiU^llO 
Geometiy — Basic 

Objective: 

The student will identify symmetrical objects. 
Directions: 

Follow-np Activities: 

2. Have the students make an attractive bulletin 
board display of the pictures from the activity 
and the objects from follow-up one 
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Acute Avenue and Right Road 
Right Road and Point Place 



Geographical 
Geometry 



Examples 
for - 
playing 
cards. 



Perpendicular Place and Vertical Boulevard 
Obtuse Boulevard and Acute Avenue 
Obtuse Boulevard and Vertical Boulevard 
Adjacent Avenue and Point Place 
Congruent Cove and Degree Drive 
Point Place and Vertical Boulevard 



sun 07110 

Geoneliy — Basic 
Objective: 

The student will use a protractor to measure 
the size of an angle. 

S'ttJ^lJuTitv two players will measure the angles at various street intersections 
«n fhl mao piZna c^^^^^^ are placed face down. In alternating turns, players will 
d?aw a car^d find Ktersection described on the card, measure the angle and 
£0 I tally 0 the degree of each angle. When all cards have been drawn, the 
pfier with the larger total number of degrees is the winner. 

Disrtav*rdtv map and'assign coordinates to two sides. Have each student 
iSffy the coordinates of his residence and other points of interest. 
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Geographical Geometry 
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''Check'' Your Coordinates 



Stdtt #7110 
Geometry— Basic 

Objecthre: 

The student will Identify a point for given 
coordinates by placing It on a grid. 

Difections: 

This activity Is played on a traditional checkerboard 
with four checkers of each color Each player posi- 
tions his four checkers In a line on opposite sides of 
the board. In each turn, a player spins the two 
arrows to determine his move. He finds the square 
determined by the two coordinates and moves his 
checker to that space only If It Is a forward move to 
a black unoccupied square. The object of the game 
is for each player to get all of his checkers lined up 
on the opposite side of the board. The first player to 
do this wins the game. 

ERIC • 1^4 






An example 
of a 150O 
circle graph. 
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Smiles • • . Everyone! 

Probability and Statistics -Basic Graphs 
Objective: 

The student will collect data and display It in a circle 
graph. 

Directions: 

Have each student nneasure his smile in centimeters. 
After all the data is collected, have the students 
display their findings on a "happy face" circle graph, 
for example, if 5 of 12 students have smiles measur- 
ing 7 centimeters, it will be depicted on the graph as 
a 150° angle, shown to the right. The example would 
be worked like this: %2 x = = 150^ 

Follow-np Activities: 

1 Have the students look throug.. magazines and newspapers to find different 
types of graphs; for example, bar graph, line graph, pictograph and block graph. 

2. Have the students label the graphs they find in follow-up one and make a 
bulletin board display. 
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SkUl^llO 

Probability and Statistics -Basic Graphs 
Objective: 

The student will compute probability and use tallying. 
Directions: 

Have a thorough discussion of the applications of probability in all areas of life- 
such as, odds used in the prediction of athletic events, life expectancy charts ' 
used by insurance companies and the probability of winning used In all types of 
games. To illustrate an example of probability, have the student roll a pair of dica 
50 times and have him tally the combinations as he does so. An example is shown 
above of a ro of five and two and its tally. After all 50 rolls, have the student 

I? whL^ if fl°o ?)!!11k^k^ '^^^ "^^"y ^L"^®s did you roll a sum less than 7; 5; 

3? What IS the probability of a sum greater than 10? 

A Foliow^up Activitsr: 

Have the student toss a paper cup at least 50 times and record the way it lands 
each time. Have him determine if each outcome is equally likely to occur. 
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Your allowance each week is 
45% of it Is spent on 
15% Is used for 

and accounts for 

20%. 13% Is spent on 
while 7% is for 



Account For It 



An example. 



Skill ^110 

Probability and Statistics -Basic Graphs 
Objective: 

The student will interpret a circle graph. 
Directions: 

Have the student fill in the blanks above using a reasonable estimate of his 
expenditures. Then 
direct him in con- 
structing a circle 
graph to show how 
his allowance is used. 



An Example: 

How I Spent 
Last Saturday 

Sleeping (10 hours) %j of the day 
y,jOf 360° = 150* 



angle shaded for sieeptng 



Follow-up 
Activities: 

1. Have the student 
make a circle graph 
of how he spent 
last Saturday. 

2. Take a poll of the students' favorite songs. Then have the students represent 
the songs on a circle graph showing which ones are the most popular Have 
them use the graph to develop a bulletin board display 
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Chart for « 
Follow-up One — - — ^ 


Shrimp Catch ^ . . ^ 

Date Pounds Weather ContJrttons Boat Conditions Other Information 


Chart " 
Year og 
Catch 


Total 












Sbill ^110 

P^bability and Statistics- Basic Graphs 
Objedivs: 

The student will construct a graph from collected data. 
IHrectioiis: 

This activity should be adapted to a student's environment. The example given is 
a coastal city where the father Is a shrimper. Have the student keep a record of 
his father's shrimp catch on a daily basis. After the eight-week period have the 
student graph the statistics. 

Foll0W*tip Activities; 

1 Using the chart labeled "follow-up one," have the student draw some 
* conclusions about the probable reasons for the variance or similarity of each 
week's catch. 

2. Have the student chart the same information from follow-up one in a bar graph. 
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RoU'em And Tally 



Skill "^1 10 

Pirobability and Statistics- 
Basic Graplis 

Objective: 

The student will identify the process of 
tallying to find the sum. 

Directions: 

The object of the activity is for each 
player to cover his squares fronn left to 
right and then uncover the squares from 
right to left in numerical sequence. In 
alternating turns, each player rolls three 
dice. The three numbers rolled may be 
used singly or added In a combination of 
any two or three to get the number 
needed. Each player must roll a "1" to 
start, and he must make a tally mark for 
each roll he makes on the score sheet 
provided. The player who covers and un- 
covers his squares in the least number 
of rolls is the winner. In subsequent 
games, the players may try to break the 
record of previous low scores. 





Find The Secret Word 

PSroliability and Statistics -Basic Graplis 
Objective: 

The student will Identify points on a grid. 
Directions: 

In alternating turns, each student records a secret word on his individual grid. He 
gives his opponent the coordinates of one letter at a tinne In scrambled order. 
That player must locate the letters on the playing board as they are given and 
may attempt to guess the secret word after any letter Is located. If he is correct 
he Is awarded the same number of points as the number of letters he has Iden- ' 
titled. Each incorrect guess adds one point to his score. After each student has 
completed five turns, the low scorer is declared the winner. 
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BUssing Set 

skiu mio 

S«ts— Sins^e Sets 



Example: 

The set of teachers in the room. (1) 
The set of pencils on my desk. (2) 
The set of students at this table. (3) 





Objective: 

The student will Identify elements belonging to a set. 
Direc:tions: 

In alternating turns, each of two players rolls two dice. The object Is for the player 
to try to name a set Identifiable In his Immediate surroundings that contains the 
same number of elements as the numbers represented on each die and to name 
a third set equivalent to the number of dots on both dice. An example Is given 

player may cover the correspond- 
mg numeral on his playing board. No set may be named twice. The winner Is the 
first player to cover his entire strip. 

FoUonr-np Activities: 

1. As a player gets ready to roll the dice, have his opponent limit his set choices 
by Identifying a category. If the category is furniture, for example, the player 
must identify pieces of furniture in the room that have the same number of 
elements as the numbers represented on the dice. 

2. Have the student find the word "set" in a dictionary and note the number of 
different meanings. Have him identify the meanings as a set. 
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Today— Set Bee 

Skills ^9110, ^9120 
Sets->Sliitfe S«t8, Subsets 




Objective: 

The student will identify sets, subsets and 
elements belonging to sets. 

Directions: 

This activity resembles the familiar spelling bee, 
except it Is an exercise for sets. Each of two 
players receives a set of five colored tokens which 
represent his team members. The cards are shuffled 
and a third player reads the questions or statements 
to the players in alternating turns. If a team leader is 
unable to answer a question correctly, a member (one 
of the tokens) must "sit down." In this case a token is^ 
removed from its team. The team with more 
members at the end of the game is the 
winning team. 

A Follow-ap Activity: 

Provide the students with a strip of butcher 
paper and colored markers. Have them illustrate 
various sets by listing the elements of each set 
inside a loop. 
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Get ''Set'' For Old Maid 



Stdll ^130 

Sets- Set Relations 

Objective: 

The student will identify equivalent sets. 
Directions: 

Turn the cards face down on the playing board. The 
players take turns drawing one card at a time until 
all cards are selected. Each player rennoves any 
pairs of equivalent sets fronn his hand and places 
them face up in front of hinn. Then, in alternating 
turns, each player draws one card from the hand of 
the player on his left. Pairs are played as they are 
acquired. The game continues until all pairs have 
been played and one player is left holding the "Old 
Maid" card. 
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Get "Set" For Old Maid Cards 
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Example 



I Spy 



1 . Is the numeral in C? No 
2 Is the numeral is S? Yes 

3. is the numeral in S T? Yes 

4. Is the numeral 6? No 

The numeral is 10 



SbUis ^9140, ^9150 

Sets— S«t Operations, Venn DIasrams 

Objective: 

The student will identify the relationships between sets for the purpose of forming 
conclusions. 



Directions: 

One player selects a nunneral from the sets 8, C or T. The other player tries to 
determine what the numeral is by asking "yes" or "no" type questions. A tally is 
kept on the number of questions it takes to guess the chosen numeral. After a 
complete round of play, the player who asked the least number of questions in 
determining a numeral Is the winner of that round. After five rounds, the winner of 
the game is the player who has won more rounds. 

Foliow-ttp Activities: 

1. Have the students draw a Venn diagram to show the results of polling 50 
people on their viewing of three television shows. 

2. The loop diagrams in this activity are called Venn diagrams after John Venn 
(1834-1883). Have a student give a short report on John Venn or Venn 
diagrams. 
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Sets And Subsets 




sun "^150 

Sets^Venn Diagrams 

ObJec:tive: 

The student will Identify subsets. 

Dirediofis: 

In alternating turns, each student draws a card from a stack of cards like the 
ones shown above. If the card shows a diagram, he must make a true statement 
about it. If the card shows a statement, the player must draw a diagram on the 
lower half of the playing board to illustrate the statement. Two examples are 
given. 

A FoUow-np Activity: 

In alternating turns, have each student draw a diagram and have his opponent 
give a true statement about it. 
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A Set Survey 



SIdIi ^150 

Sets— Venn Diagrams 

The student will demonstrate the use of 
Venn diagrams and Identify the elements 
contained In the union. 

Directions: 

Have the student use the following infor- 
mation to complete the Venn diagram 
shown. In a school survey of 6,500 
students. 2,280 had bicycles, 5,420 had 
tape players, and 5.100 had radios. In the 
same group of students, 1,250 had 
bicycles and radios, 4,800 had tape 
players and 1,100 had all three. Have the 
student begin with 1,100 in the intersection 
of all three sets and find the numbers of 
students in all seven regions. 

A FoUow-ap ActivHsn 

Have the students conduct appropriate 
surveys within their group and complete 
the Venn diagram from the activity. .,32 
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